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WARNING: PLEASE CAREFULLY READ THE PRECAUTIONS BOOKLET INCLUDED 
WITH THIS PRODUCT BEFORE USING YOUR ‘HARDWARE SYSTEM, 
GAME PAK OR ACCESSORY. THIS BOOKLET CONTAINS IMPORTANT SAFETY 
INFORMATION. 
IMPORTANT SAFETY INFORMATION - READ THE FOLLOWING 
WARNINGS BEFORE YOU OR YOUR CHILD PLAY VIDEO GAMES: 


‘Some prope (abot 14000) may hav sizes or Bach eusingpered by Hh Rashes, sch as whe wang TV or 
‘yng vdeo pos, even I ey have never had a seizure Belo 


| Ayers who has had seize ose of anarness or oher symptom inked 0 an ep conn shud cond a 
‘oor ators paying # ee gare 


Parente shoud wach wh na chien play vdeo games. Sop playa and con a oc you oF youre hare 


nya te fatown symgtons | 
Convulsions ye oF muscle withing Lone of arenes 
‘atered vision Involuntary movements Sseonetaton 


To oduco te ation ot a sezue when playing vio ges 
{Stor stand as Tar om hs sreon as pore. 
2. Pay video green te sales avai eewsin Sen 
3. Do not pay you are redo ned ep, 
{Playa wot oom 
5 Tato 1010 15 minute book every how. 


‘Prayng vo ges can make yout muscles jes or Sn ur afte afew hours. Follow hese suctons o avd 
‘prcbeme suchas Tendonts, Capp! Tunn Sycrome or kn uration 
Take a Oto 15 mnase break every hs ven f you do thnk you need 
1 your tana or ome become ted x sore whe play, Sp and 
{estar tor several ours bere uayeg ape 
“+ Hyurcontrum to have sre hands sts or arms dingo ar lay, sop 
‘yng and we a doce 


‘Leakage o tery aod car cause porsonal riya wel as Gamage 1 yout Game Boy Matar eakge occu. 
‘torhiy wasn te wc sn and Sete Keep bary acd away Wom you eyes nnd mh Leake ay 
make poring seas 
‘oineaa batery eae, 
7° Donat maine ard new bares pine a baton sar tr) 
Donna amass and cabo ane batons 
2 Dorota aMterrt bands of bates. 
+ Dorot ue neat cadraum bares 
{Demat inve used bores Be Gxme Boy When he bine wo losing he charge, ho power HP may 
‘become dm. game sounds may Become weak othe pay screen may be ark When fis hens 
(ore ece at ad bates ah ne Sater 
+ Donita baiteces he Gave Boy or accessory ong tid f non ise. 
{Dot eave fh power swe on aftr bans have lat the cavge When you Ni sig the 
‘Game Boy. aay se a power swt OFF 
‘+ Dowot recharge me baneres 
1 Donat putin tatenes a ackwards Make site tht he postive (+) and ragatve (ands ae facing in the 
‘ove! rectors. ae the negative end tat When rovng bates, femove th posbve end Ws. 
+ Dont aapase of baneres ae 
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GAME” Oficial Rules and Game Play 


Map Screen . 
Actions on The Map Screen 
Dvels 

Head-to-Head Games 
Trades 

Passwords 

Deck & Tonk 

Deck & Truth Sereen 

Card Filtering 

Customize Dect 

Duets 

vel Screen 

Doel Play. 


Duels & Matches 
‘Creating a Main Deck 
Victory Conditions 

Duel Flow 

Phase Flow 

Card Classes 

Monster Cards 

Magic Cards 

Trap Cards 

Duet Roles 
Determining Damage 
Summoning Monsters 
Magic & Etlect Monsters 
Card Destinations 
Chains. 

Introduction fo Chains 
Mogi, Trap & Elect Speeds 
Example Chain 
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GAME CONTROLS 


The folowing figure outines the basic game controls. Refer to pages on individual controls Yor more 
etal. 

















STARTING A GAME 
turn the power ON. 

nen you wa 1o ply anew 

ayng where you sop 


Inser the Game Pak 
Select "NEW GAME: the fist time yo 
(hme trom the beginning. Select ‘CONTINUE 
paying a previous game 

Press LEFT/RIGHT on the Contol Pa 

the A But ech 


tart a new game trom the beginning. Listen tothe game explanation and gat 
your Main Deck 







ect 3 menu lem and then press 











‘m Select Your Main Deck 
Mee Main Det Selection Screen i displayed during the game explanation 








ds. Press LEFT/RIGH 
Dyess the A Buon 1 





STARTING A GAME 


@ Initializing Data 
The screen shown at the ight splayed you rave data saved trom a 
previous game and select "NEW GAME If you press START when you 


‘00 this scree, the game wil ease al of your previous data and you wi 
have to play from the very bepining, To keep your saved daa, pres the 
B Button, You wil be returned tothe Tite Screen 








STARTING A GAME 


Continue playing a previous game 


Savelload 
The pr sytem sonaay sve and ds Yo! Se BAG AU OB a 
updates your saved status. ener sab 


esos tun the poe ON, ow sve sts uaa, 0 ou can contin ying 
where you ins left 


The Bate Cty Map is spayed afer the game explanation and deck selection 

steps of a"NEW GAME. Wen you select ‘CONTINUE’ the Bate City Map is 

‘tsplayed immediately afer you make your selecton 

The Bate Cty Map isthe Main Sree. From hee, you can take actions and 
witch to other Sereens, 






GAME FLOW 


‘Asa duels, you wil travel on the map and fight duels. Press the R Button to dispay the Sub-menu 
‘croen, This menu allows you to play Head-to-Head games o trade cards wath other trends 





Map Screen 
Battle Ciy is comprised of 14 areas. You wil encounter other dusts and passengers maving around 
In trent areas day 


‘Day of the Week 
Fer yo 
‘Area Information 


(Current Area and Neighboring Area 
Yourewrat ara Bog one 

The itigted ars nesta yor 
‘et pon sow Be goog 
ies owe you ca a 
leans on the Map e— 
‘uetat and pasuengr on he map, 


@ Passenger 


[Bho tocar 













Neighboring Area 
Selection Cursor 


GAME FLOW 






i Language Selection Screen a 
Press START onthe Map Screen to display the Language Selection Screen, aL © OEE] 
‘eect language wth the Convo Pad and press the A Bion 1 eter 
yur selection, Laas 





 Sub-menu Screen 





Press the R Button on the Map Screen to display he Submenu 
Sute-menu Screen, Press the R Button again or the B 

Button to return to the Map Screen. 

The cutenty selected menu sem wil be highlighted! and 

raised. Select menu ems with the Control Pad and press 

the A Button to enter your selection, Duel Points 
‘¥ DECK & TRUNK 

‘Use this to view your cards ox construct a Main Deck for your nest due. 








Aan Dec be 











he oo vo ce he del sts 
[Main Deck Construction =» P19 Deck & Tunk] 

1 MISC(Miscellaneous) 

Use this to trade cards with tind or gather additonal cards using the 8-igtpasswords. 

[Tiading Cards = 5 























‘¥ LINK DUEL 
Use tis to duel wit frends withthe Game Boy® Advance Game Lnk® Cable 
[Duel With Friends -¥P 14 Head-to-Head Games 
‘y OPTION 
Use this to turn the Card Limit Rules ON or OFF 
* Cr Lit ise ON wen 0 Wet sa gue Aur you arctan codons. you wi be le 1 arg oo 
(Card Lit > P35 Creating a Main Deck 


© Select ‘OPTION’ trom the Sub-menu and then ‘CARD LIMIT 


(@ slct eter “ON (Cir Limits)" or ‘OFF (No Card Limits) Select an option 
With LEFTIRIGHT on the Gontrot Pad and press the A Button to enter your 
salaction 


DUEL POINTS 

‘You wil recive Due Ponts every Ue You win & Ov Whe 

Jouleeda ete pts ae atm rom you RRO cad 
Depending on the number of pons you earned, the umber 


‘of different types of card packs avaiable after you win a duel 
also increases, 





ACTIONS ON THE MAP SCREEN 


tions and Traveling on the Map Screen 

(© Your current aes (dark. range) andthe neighboring areas ar the only 
‘areas where you can tke some ind of action during a day, First, decide 

where you want 10 go. Move the cursor (ight range) withthe Control 

‘Pa and press the A Button to select an area 





‘© Selec the action you wart oak, Selecta menu con withthe Control tm moe 
Pad and press the A Button fo enter your selection. Select a passenger ummm 
to ak aie. Select a Dubs to enter a duel Press the 8 Button to 
return fo the area section stp, 
















© When you see the RockPaper/Scisors screen, select a hand signal 
‘with LEFT/RIGHT on the Control Pad and press the A Button, I'you win, 
‘ress the A Button to select who should be the Starting Player: After the 
attack order determined. 5 cards are automatically drawn from your 
Main Deck andthe duel begins 


m Events 
Various events happen during the game. There are many more than the 
small number listed below 
¥ Dolivary ofthe "Duelist Wook 
‘Acopy of "Duelist Weekly’ Is detivered every Monday along with a Special 
Pack (5 card). 














t= P25 ‘od 








‘Doel Flow and Conte 









pi {© The winnec ofthe uel receives a pack of cards, Select a pack with 
‘Duel Tournaments ae held each Saturday in one ofthe areas. Tournaments LLEFTIRIGHT on the Contyl Pad and press the A Button fo enter your 
‘ame conducted in Match Bates. I you find a tournament, try to participate selection. After making your selection, youl see the card in your pack 
‘and see how you stack Up against the competition on the seen, Use UPTOWN on the Control Pad to select a card wth 


=a the cursor and press the A Button fo view detaled information about 


that card 
‘You can challenge any other duelist on the map toa due. You wil arm one pack (5 cards) fr every duel 
you win, 














‘A Word About Victory Card Packs’ 


You't nate thatthe more you play the game, the numberof ferent ypes ol card packs avalale To 
the winner increases 





Duel Flow 
© ‘Salect a duelist in your current area with the Control Pad and press the 


‘A Button to enter your selection. Press the A Button again after the 
ictute ofthe dueist s spayed. 












‘You can play against frends by connecting 2 Game Boy® Advance systems with 3 Game Boy® Advance 


Game Lik Cable, Unlike inadual games against the computer. packs and duel points aré nt awarded 


[Game Boy@ Advance Game Link® Cable and Head to-Head Game Notes 


[+ P16-Connecting the Game Boy® Advance Game Link Cable) 


1 Head-to-Head Game Flow 
‘© Connect he-Garme Boy Advance systems and tun the power ON to 
‘start the game. Select LINK DUEL" from the Submenu and press the A 
‘Button 


{@ When you se the Roeh/PaperScissors screen, select a hand signal option with LEFTIRIGHT on the 
Control Pad and press the A Button. I you win, press the A Button to select who shouldbe the 
‘Starting Player. Aer the attack order is determined, 5 cards are automatically drawn trom your 


neck bes 
a ‘Duel Flow and Controts -» P25 “Duels: 


HEAD-TO-HEAD GAMES 











It you anda trend both have Game Boye Advance systems, you can connect them withthe Game Boy 


‘Advance Game Link® Cable an trade cards. Both players select a single card thas then traded, 
‘Game Boy® Advance Game Link® Cable and Head-to-Head Game Wo 
~ P16 “Connecting the Game Boy Advance Game Links Cable 
1 Trade Flow 
‘© Connect the Game Boy® Advance systems and turn the power ON to stat the gare. Select 
"TRADE" trom "MISC" in the Sub-menu and press the A Button, 
* You can ony ade te crc your tru 0 y00 mht want pang your Man Dak blob 
‘© You wit se the Trade Screen. Start by selecting "Selecta Cad’ and 
‘ress the A Button. You wil se the Trunk Screen where you can sleet 
possible cards for trade 
Move the cutsor to a card withthe Contro! Pad and press the A Button 
tw display the ménu icons. Use the ‘Card View’ command to view the 
‘card data, When you have decided on a card, use the ‘Decide’ command 
to returm to the Trade Screen, To select a diferent cad, use the “Select 
2 Card command again 


‘© Wnen both players have completed selecting a card, selec the "ade it 
Now command and press the A Button. The card that each player 
sect are then traded. 


















GAME FLOW DECK & TRUNK 
SSS oe 
Tess Dede cc alco ot tae acne sop ea Boat oboe 
ce Utaamcye ys ootnets antes eta 


DECK & TRUNK SCREEN 


‘W Customize Deck Screen 
| Press UPOOWN onthe Control Pad to scroll through the card ist one card ata tne of LEFT/RIGHT 





PASSWORDS 
You can gather addtional cards by entering the 8-dint passwords printed onthe bottom lft ot Yu-GrOh 
TRADING CARD GAME’ oficial Game Cards. You can only get one car foreach password you enter. 


‘m Entering Passwords 
(© Select PASSWORD” frm "MISC" inthe Sub-menu, 


(on the Contre Pa to scroll in groups ofS cards: Press the A Button to splay the command ions at 
{he tp ofthe screen, Press the 8 Button to return tothe Sub-menw Screen, 





‘@ Select mutibors with the Control Pad and press the A Button to enter 












tech uber To mae Cage, ee UR But move = card Cursor Car salon 
caer, ne a aac reana 
aes vaca 
card List Cursor 
© ven ou have sed ent 8 numbers, elect ET CARD and Sard Lit Curae o——— Paes Tene hieebeng 
yeas he Aut. he passer ou eee cove, yo wi et i ete menunbesa eo eat 
one i a : Estero 





DECK & TRUNK 


*¥ Card Information 
Here's how to read the information displayed inthe Car Cursor 


Card Class 





Monster/Atiibute 


ELULierere 























Sm Or Ov 
Qo QUE Qo 
Qiao Sx 





DECK 6 TRUNK 


¥ Command cons 
Press the A Button inthe Customize Deck Screen to display the men icons. Press LEFT/RIGHT on the 
[Control Pad to sect an icon and then the A Butfon to enter the selection. Press UP/DOWN on the 
Control Pad to scol through the card jist one card at hme 


Card Order 
Card Class of Searchad Card 
Mena Icons. 


Seat ntormaton sou te 
Viewing Otaied Oat > PAS Cad 


ee ee 









os fora sort card yeas msl Tan, Man Dk ot Se Dek 









sities 

Dia rato aout he rato of card cusses ie the sted Trunk Man 
Deck Sie Deck 

ext 

Ed Custmize Dek and ret the Subsmer 





“week & Trunk Information 

Tis stetion covers the information about cards inthe Trunk, Main Deck or Side Deck. 

Trunk Main Deck 

Aikcunbehng ox wany:apts ot | Teo unde shows tow any ope heard hed rt en Dk The 
seed ta we ne Tr berom number sow e rumble Sc (cig Dein De) 
Side Deck 

Tela abe hows Row mary copes teat lca ne 


Sie rT Sto tbr ows et meer rs ne 
SD 







STATEMENT 
Ths llmaton Shou cards he tied Trak, Ma Dak Si Oak, 

nk selected nore cas you pssssen re 

‘Man ech ce Yb umber cards th Oct camber a Fan Deck 

Souk sected albert Mente Cat eS Oh and naar cer cats ne Se Oh 


CARD FILTERING 
‘Use the “Ust Fite command icon to east locate cards, 
@ Searching for Cards 


The following example shows how to search for only the Effect Monster Cards inthe Trunk and sort 
them by ATTACK. 


© Press the UR Button to select Trunk’ and dsply the card ist, Select tha "List Filler command lon 
and press the A Button to star the search 


(© When the Card Search Screen is displayed, se the Control Pad 10 
‘elect “Eflect Monsters" and then press the A Button, 


© Select"ATA” and press the A Button. This wil is only Effect Monsters 
and sort them by ATK. 


Mage cars and Tap cart re uoaiy arte by name 








The folowing section outnes the Duet Screen and he dul cons. Duel res 
. el corr, Duel rus are based on the "Yu 
‘Move carts oan from the Tun, Main Dac and Side Deck to custome Main Deck or use dt Oh TRADING CARO GAME ia 


There ar limits tothe foal numberof cards and the number of copies ofeach card allowed in a Main 


iy ee escnen 
‘Creating a Main Deck Duel Screen 











rol Pad. Move the cursor over an Kem on the screen to display 





‘Move te cursor ove card and press the A Btn to splay the Command ons. Move the cursor 

‘© Use eer ‘ist Fite command con ot the Control Pad and sero through the card st, hen er the Graveyard, Fusion Deck Zone et. and press the A Button to display the card hee 
select a cad Yo move tothe Main Deck wth the Card Cursor ress START to enter the Language Selection Screen 

Lanavage Selection = PO Language Sagcion Sere 


Information Window 








‘© When you finish selecting a cad, select the To Main Deck” command 
‘comand press the A Button. Monster Card Zone 
Repeat the steps above to move cards and evstomi 






Magic & Trap Card Zone 





Eliminated Card Zone 





Field Card Zone Graveyard 


Fusion Deck Zone ‘Deck Zone 


Hand Cursor 


Cursor Info EEE 





-¥ Command icon 
Diteret commands are displayed depending on which zone he cursor is ve 35 wel asthe duet 
candtons, Press LEFTRIGHT on he Cont Pad o select a Cormand conan press he A Baton to 
‘recut the command, Pres th B Buon o retro cart section. 
at View st 
ed ta ao aro tes Face» Mon Cr nace Dow Oe 
aon sot ne se oe bouton or Metin Cod mace Oe 


sion rm your hand on te ad 
Sunmoa/P Summon ma! fe eathieakoiees 
Taka a Monster Card trom your had ane pce Tr a Monster tom face 
‘on he tad n Fae Up Atac poston Deteae gout Fee Up Atak poten 





ete an os 

Att th et of an let Mentr Card or 3 ‘Change a Monster on tet rom Defense 
é Maglrap Car ‘poaten to Ack pobon 

Det Atach 


Change 2 Monster onthe et om Atak T's Moneta on te tlt Atack Poston to 
fost to Deere poston ack, 





Fusion Ore 
Foe a tsen vt alone BY ro eat om te Man Dc rege 
seated Draw rave aa 
(Rat Spee Cong} a ra 
Surender ng 2 ul rd aca tea. 
223 Sere 





¥ lotormation Window 
Player LP (le points) and the curren phase are splayed in this window. The 

vindow inthe upper let ofthe screen shows your information and the one inthe 
upper night shows that ot your opponent. The current phase i highlighted in red, 


‘Current Phase 
Phase Display 
D> Draw Phase = «S:—_Standby Phase (WS Main Phase 1 
Bs Bate Phase MZ Main Phase 2 E: End Phase 


'& Displaying Card Lists 
¥¥ Graveyard - Eliminated Cart Zone - Fusion Deck 
‘Move the cursor over the Graveyard or Eliminated Card Zone and press the A 
Button to display the card sts there, Move the cursor over the Fusion Deck 
and press the A Button to display the "Card View icon, Press the A Button 
again to desplay the card ist in the Fusion Deck Zone, 
Press UP/DOWN on the Contre Pad to move the cursor and select cards in 
‘ard ists. Press LEFT/RIGHT on the Control Pad to select a command icon 
from the menu and press the A Button to execute the command, View detailed 








INFORMATION 
ard data wth the ‘Card View” command. Use the "Ext" command to return to the ld 














‘¥ Special Summon Monster List 
\When performing a Special Summon, ether with Magi/Tap Cards such as 
"Elegant Egtist or "Sangan’ or withthe effect ofan Effect Monster, 3 card 
list of monsters fr the Special Summon is displayed. Navigate through 
{is ist in the same manner as othe lists. Selecta card o summon, then 
‘select the “Decide” command and press the A Button to summon the 
monster 

The folowing ions appear inthe INFORMATION section of the Card List Screen and indicate the CARD 


STATUS, 
Cara te aoet ot Cad te tage ot Card me woe 
‘Omron ‘Ugiore Swen Bonbon 


Cd cannot be retard to 
tial es sch Caria Fos, a per a 
Montero ie 


® Card i the Min Dock @ Card 1 the Graveyart 



















W Surrender 
You can chose Wo surrender inthe mide of 2 ol, bu you wl oes the 
‘due. During any phase other than the Draw Phase, move the cursor over 
the Main Deck and press the A Button to display the “Surender con 
Pressing the A Button again dspays 2 confirmation message, Select "YES" 
and press the A Button to surrender the dul 





DUEL PLAY 


This section outines the flow of duet pty and the game controls. 
‘Duel Flow 
© Draw Phase 
‘ress the FButton fo draw a card from the top ofthe Main Deck to your 
‘and, Another way to draw cards is to move the cursor ove the Main Deck 
‘and press the A Button to display the ‘Draw icon. Press the A Button again to 
‘daw 3 card tom the Main Deck to your Hand, 
© Standby Phase 


there are any Magic Cards or cards with eftectson the eld that have been activated during this 
‘phase, follow the on-screen instructions that are displayed 
‘© Main Phase 1 


Set or play Monster or MagicTrap Cards on the field. Move the cursor over the card and press the A 
Button to display the Command leons and give instructions fo the cards. Follow he on-screen 
instructions that ate displayed when activating Magic or Etec and summoning igh level Monsters 
Press the B Button to display the Phase End Menu. Selecta command and 

‘press the A Button to execute aa 


O parte Phase 

‘Move the cursor over the Monster you want to hve attack and press the A 

‘Button to display the “tack” Icon. Press the A Button again to order an 

attack. Select an attack target with the cursor and press the A Button to 

execute the attack 

Press the B Bution to display the Phase End Menu, Select x command and press the A Button to 
execute 

© tain Paase 2 

‘et of play Magicrap Cards onthe fet, You can also summon monsters that were not summoned 
‘during Main Phase 1. The game controls are identical to those In Main Phase 1 outined in stp 3 
Press the B Buon to display the Phase End Menu. You may also decid to end your tur, 

@ End Phase 

‘Ater completing all actions for Main Phase 1, Main Phase 2 andthe ttle Phase, press the 8 Button 
to display the Phase End menu and end the turn, 





HOW TO DUEL 


Game play and rules are based on the "Yu-GHOh! TRADING CARD GAME 
DUEL BASICS 


@ Special Controls 
‘Fusion with "Fusion Gate" 
i's possible fo place a Fusion Monster Card onthe Nl without using 
“Polymerization when the ies Magic Card "Fusion Gate's activated. The 
following steps outline how to pertorm this type of tusion 
Move the ctor aver te Fusion Deck and press the A Button to display the 
“Fusion lon, Select the lcon and press the A Button Follow the 
normal procedure for performing fusion to complete the process 
‘¥ Special Mettiod for Summoning Certain Monster 
Bosh ‘Metalzoa:and“Red-Eyes Black Metal Dragon” are summoned with a 
Special Summon, fm Your Main Deck only Nether of these cards can be 
placed on the fl i they ar m your Hand. The following steps outine Now to 
roca =o age Card Fave many various effects such as Svengihening monster abies 


The cards mentioned above must bein your Main Deck. Mave the cursor over 
‘and changing the tld terrain Use ofthese car outcome 
‘thor aoa" or “Red-Eyes B: Drapon’ equipped with Metamorph and press the A Buon to dsptxy — eae a cies 


the command icons. Select ether “Stor ‘ActRate rom the menu and press the A Button 


mw Canis 
The garme contains over 1000 diferent cards. These cards can be Separated ilo 3 main categories 
based on thei usage 
Monster Cards 
Wionster Cards are used To attack your opponent. Thar ae bom exremoy 
‘owertul cards that must be summoned in a special way and some that have 
special flects, 









Magic Cards 











Trap Cards 

Set Trap Cards on te Tad To use them. They ar activated Wh response To an 
‘opponent's monster attack oF magic and they neutralize the fects ofthe attack 
‘or magic 








HOW TO DUEL 


m Duel Field 


The Duet Field i where you and your opponent set an throw away cards during a duel. Each duest 
has afield ike the one shown inthe figure below, The two fields are positioned opposite one another. 
‘Cards can be placed inthe following areas on the ik. 


FIELD CARD ZONE 










ELIMINATED CARO ZONE 
ie Map Crs pla ae et eat eg a 
Ty 
MONSTER CARD ZONE GRAVEYARD 
Monserrat 


a ata ten eye ae 
sca fr, 

FUSION DECK ZONE: DECK ZONE 

fuson Mans Cs ec pcs Your a ec pnd ee crt 

we. ab tam es eck ge 

Dew Prse 

HAND MAGIC & TRAP CARD 

Carn yr tard epee 


ZONE 
‘ese canbe tn he Mages se ped ere. 





HOW TO DUEL 
DUELS & MATCHES 

(© ach card battle against an opponent in which one duet wins or loses is called a Due. 

‘© A Match consists of 3 Duels. The fist player 1 win 2 Dues wins the Match. I 2 Duels result ina draw, 
‘he player that won 1 Duel is declared the winner, tall the Duels end ina draw or each player wins 1, 
ras ¥ and loses 1. the Match is declared a daw. 

* Most bres ths gue ar oe-bme Dues et Touramerts re conduct i Matches 


CREATING A MAIN DECK 


‘© The cards used in duets owed by a player are called a Main Deck In ths game, a Main Deck must 
‘contain at east 40 but no more than 60 non-Fushon Monster Card. The Fusion Deck is made up of 
Fusion Monster Cards and may contain no mare than 20 cards. 

You on nee 2 Fason Deck od 

© tn adcition tothe Main Deck players may keep an ational 15 spare cards. This is called a Side 
Deck. During Matches, players may exchange cards from the Side Deck with cards inthe Main Deck 
between each Duel as thelr due strategy dictates, When making exchanges, the Main Deck must 
‘contain the same numberof cards as it did when the Match started. 

* You can dt wahou a Sde Deck Its ny grup of Spare cards for wea Mate, 


{© Prayer cards that are not inthe Main Deck or the Side Deck ae stored inthe Trunk. Move card to and 
‘om the Trunk to make a Main Deck and/or Side Deck 





‘© Payers cannot have more than 3 copies ofthe same cad in thei Main Deck and Side Deck. Payers 
‘can only have 1 copy of Limited cards and 2 copies of Semi-Limited cards in their decks at any time. VICTORY CONDITIONS 





‘Duel outcomes are decided according tothe following rues 

‘© Each payer stats a Duel with 8000 Life Ponts (LP). Life Pots are sblracted when a player or player 
‘Monster is aftacked and unable o fend ofthe attack adequately. When your opponent's Life Points 
‘teaches 0, you are declared the winner. your Life Points reach 0, you los, 

{© 11 bath duels’ Lite Points reach 0 atthe same time the Duels declared a draw 

{© It ether player's Main Deck run out of cards, the fst player unable to draw a cardi declared the 












Limited Cards 
© Delinquent Duo 
‘© Painful Choice ‘© The Forcetul Sentry © Snatch Steal 
Pot of Greed ‘© Change of Heart {© Monster Reboen 
© Card Dastruetion 


taser, 

{© Winen a player's Hand contains a 5 ofthe "Exod saris cards, that player is declared the winner. Ia 
player Hols these cards asa result ofthe intl draw atthe beginnig of a Ouel, the payer Is declared 
the winner atthe start of the Duel 

© Wnen a player nas the "Destiny Boar and al 4 "Spirit Messages" on his/her il, that players 
ecard the winner 


Exodia Series Destiny Board 
19 Fp Ly 8 Fortes One| 

(© Let Log of me Ferien One 

19 Rg rm oft Forten Oe 





19 Leh Am of he Fete One 
rosa me Fortosen Ore 

















DUEL FLOW 
‘Duels are played in accordance with the ules and in the folowing ores 
[1 Main Deck Preparation 
Gt the Main Deck organized before the start ofthe Duel, Make sue thatthe Main 
Deck contains at least 40 and no more than 60 cards and thatthe Side Deck 
‘contains no more than 15, 
BiSet the Attack Order 
‘Decide which player is the Stating Player that attacks fest. The winner ofthe 
Rock/Paper/Scasors game makes this decision. During Match pay, the loser ofthe 
previous Duel decides the onder. 
© Draw a Hand 
| 5 cards are drawn from the top ofthe Main Deck automaticaly. This becomes the 








intl player Hand atthe start of the Duel 






‘Draw Phase 
Players draw 1 card from the top ofthe Main Deck The Stating Payer can draw 
cards immediatly after the start ofthe Due 









Gstandby Phase 






‘The etlecs of some Monster and Magic/Trap Card are activated during this phase 
Follow the instructions on cards thal indicate actions to be taken during this phase 


G Main Phase 1 





You may set or play Monster and Magi/Trap Cards during this phase. Each card is 
‘place inthe appropiate place on the Due Field. Each dueist may only have 5 

‘Monster and Magie/rap Cards (not including Feld Magic Cards) onthe fed at 

‘ne time, Duelist with S cards onthe fleld may not discard one ofthe cards on 

the field and replace it wth anew card. Dudlists must find a way to destroy the carson the eld 
before placing new ones. 

‘¥ Monster Cards 

‘Summoning isthe act of placing a Monster Card from your Hand without the use of magi or anyother 
‘elects. When you summon a monster, you must also indicate a Position forthe car Position the card 
tace-up vertical to Indicate Attack Postion oF tace-down horizontally to indicate Defense Poston 
‘During a turn in which a monster is summoned, you may not change the postion ofthe card, so tink 
‘well betore choosing. You may change the postion of Monster Cards already onthe field only once 
‘uring this phase. Asie from some very special cases, once the poston ofa cad is changed, you 
‘may fot change t again during the same tun. You may activate the elects of Efect Monsters during 
this phase 











‘¥ Maglc/Trap Cards 
‘Magic Cards may be set either face-up of face-down. Trap Cards must be set tace-down. You may 
‘ectivate the effects listed onthe card by positioning the card face-up, Magic Cad effects are usually 
activated whan the card is positioned tace up and only ast for one tun. The cad is then destroyed and 
sent to the Graveyard, Exceptions to this rule include Equip Magic Cards tat strengthen Monsters, 
Field Magic Cards and Continous Mage Cards Trap Cards, if they are not continuous, ae aso 
‘destroyed after being activated, You may also perform tual Summons and Monster Fusions during 
the Main Phase 


Battle Phase 
Each Monster that's face-up and in attack position on the fekd can be used one 
time to attack your opponent. The starting player may set cards on the field during 
the fist tur, but cannot atack. The next player may attack during the first tur, 
‘Yow are not required to enter the Battle Phase, You may move directly trom the 
‘Main Phase to the End Phase and end your tun, 
‘¥ Monster Cards 
‘You can have any umber at Monsters on the fleld participate in an attack as tong as they are in Attack 
Position (change monsters from Detense Position to Attack Position during the Min Phase before 
attacking). Atacking monsters wil target your opponent's monsters if there are any on the field 














‘(Players cannot normaly be attacked direct if there are monsters onthe fel.) 





‘Here's the procedure for attacking monstes. Upon entering the Bate Phase, you attacker) select @ 
‘monster to execute an attack and designate one of your opponent's monsters asa target. there are 
‘no monsters on your opponents field, your opponent becomes the target Each monster can only 
attack one of your opponent's monsters of your ponent, and may only attack once during tha urn, 
‘Aer the attack ofthe frst monster you selected is complete, you then select another monster to 
fevecute an aftack This procedure is repeated fr all monsters onthe field i Attack Position, bu you 
fare not required to have all of your monsters in Attack Position attack You should decide wen and 
which monsters to use in an attack based onthe situation. 

When your opanent’s monster inthe face-down poston i attacked, the Monster Cardi hpped face- 
‘up. Ita monster happens tobe a Flip Etlect Monster, is etec is activated at that time, 


‘Once a monster i attacked sin Atak Postion. These monsters ae treated just a f they had been 
‘laced i hat position and cannat be changed to Delense Poston ding the tun 

‘Monsters destroyed nan attack or bythe eects ofa Magle/Tap Card are sent tote ed Graveyard 
'¥ Magletrap Cards 

‘You may use MagiTrap Cards that rest inthe Magic & Trap Card Zone, but normally you can only 
‘play Quick Play Mage Cards. You can aso play Trap Cards. Use the cards that bes tthe station, 
‘Any Magia Cards that you play are ser to the ed Graveyard 





W TO DUEL HOW TO DUEL 


EiMain Phase 2 PHASE FLOW 


This phase starts after the Battle Phase ends. Just ike Main Phase 1, you can perform Fusion and 
Fitual Summons as well asset and play Magl/Trap Cards. '§ Phase Flow of the Entire Duel 

‘You may also summon Monsters that were not summoned during Main Phase 1. You can change the T The totiowing figure ilustrates the progression of duels. 
postion of monsters they di not change the position during Main Phase + and if the monster cid 

ot attack during the Battle Phase 


End Phase 
‘You announce the end of your turn durin this phase. Hf your hand contains more 
than 6 cards at his point, you must send card to the Graveyard unt you have no 
‘more than 6 cards in your hand, Your opponent's turn then begins. 


DW dvel End 
You and your opponent alternate tums starting withthe Draw Phase and 
‘continuing through the End Phase, The Duel ends when either you or your 
‘opponent satisfies the victory conditions, 
(Wir Conditions => F373 
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HOW TO DUEL CARD CLASSES 


Battle Phase Flow 
The sate Paseis made up of he folowing tps 


START | Ew ne um Pave Bo pays an we 
STEP | kPa Mage an ag Cats 
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The cant usin tis game can be separated into the folowing 3 categories: Monster; Magic and Trap, 
‘The usage and capablties ofeach card vary widely. 
{Use the "Card View icon dugg the game to view detallad Information about a card 
LEVEL TYPE 
icc tage Cart tow Nonstarypeana Cs (i Ee 
Omstenn 2) fe) Mager us wow Tp and 


Teaver) 
‘CARD NAME 


ATTRIBUTE 
Noes At con MageTo@ 
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CARD ILLUSTRATION ‘CARD DESCRIPTION 
Dette cn of cad for 
‘ean Favor Mone Cad wi 
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MONSTER CARDS 


Monster Card are the basic cards used fo attack an opponent. 
‘Monster Cards ate categorized by Type and Attribute. There are 20 diferent Types and 6 iterent 
‘tributes. The ditlerence between Type and Attribute influences how the effects of Magic Cards afect the 
‘monster Level stars) indlcates the overall strength ofthe monster. 


TYPE 
DRAGON BEAST DINOSAUR THUNDER 
SPELLCASTER WINGED-BEAST REPTILE ‘AQUA 


20MBIE FIEND FISH PYRO 
WARRIOR FAIRY. SEASERPENT ROCK 

BEAST:WARRIOR INSECT MACHINE __PLANT 

‘There are several diferent Classes of Monster Card. Both ‘Fusion Monster Card” and ‘Atal Monster 
Cards’ must be summoned in a special way and “EMect Monster Cards" have unique eet 





Normal Monster Cards 
‘One Normal Monster can be summoned during the Main Phase each turn. Level S 
‘or higher monsters can only be summoned by otfeing ether ¥ or 2 other 
‘monsters as tributes. 


Cart oles 
rELLOW 





‘Ww Fusion Monster Cards 


Fusion Monster Cards are special cards that are summoned with 2 or more Fusion- 
‘Material Monsters and the Magic Card “Polymerization”. The basic abilities of Fusion 
[Monster Cards are no éiterent rom those of Normal Monster Cards, bu the mttiog 


‘do summon them othe el erent 
(Fen Ps nae) Cor 
on, You * BLUEMIOLET 


‘Since Fusion Monsters are summoned wit a Special Summon, you can use a Normal 
‘Summon (oF Tribute Summon) to summon another monster during the Same turn. Also, when these 
‘cards are forced to return to your Main Deck asa resut of a Monster Etfect, they are returned othe 
Fusion Deck and not your Mand. 


BB Ritual Monster Cards 


Raul Mons Cats ar pail cards tenon be summoned wi te Ritual Mage PS 

Card fora particular Ritual Monster, and enough Monster for tibute 1 satis a ted set LAN 

of conditions. The basic abilities of Ritual Monsters are no diferent from those of Normal Ida 

‘Monsters, but the method used to summon them tothe fd i diferent. Read the fred 

‘et of conditions and then flow the instructions outined onthe each card, Cart alr 
‘iva rooms > PSG Tale] LUE 

Uke Fusion Monsters, since Ritual Monsters are summoned witha Special Summon, 

{You can summon another monster during the same turn wit a Norma Summon 


Effect Monster Cards 

Effect Monster Cards are Monster Cards that have special effects: They are summoned 
Just tke Normal Monster Cards, The effects can be broken down into the 5 main 
Categories, but he attects vary widely depending on the card. For deals, view the 
detailed Information on each card. 
1 Flip Etocts 
‘The monster’ effect is activated when the card i fipped from face-down to face-up, OMANGE 
‘The effect is also activated if the card is fipped in response to an attack or the eects of magic, 

(ig Elects -» P59 Flip Effects) 
¥ Continuous Etfect 


‘This type of eect remains active fr as long asthe cardi face-up onthe field. The ettect stops as 
‘on as the cards changed from face-up to face-down, 

+ Cost Effect 

‘This type of eect is activated by discarding your Hand or by paying Lite Points (LP), Associated costs 
vary with each card. 

{¥ TogerEttect 

‘This typ of eect is activated wien direct damage i inticted on your opponent or when some other 
spectc requirement indicated on the card is satisfied. 





Can clr a 














This type of ettect can be activated during an opponents tur. Discarding the card trom your hand 
luring the Battle Phase activates the eft. "Kurbot fs an example of this typeof card 





Effect Monsters and Magic Card eects can cause Tokens” 10 appear m he 
‘Monster Card Zone. These Tokens are not Monster Cards. You can set 


‘AtacDetense postions for and attack these Tokens, but Tokens cannot be used 
3s offerings for summoning monsters. Tokens disappear whan they are 
destroyed. They are not sei to the Graveyard. 
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> Wi Quick-Play Magic 
MAGIC CARDS These specal cards can lo be played during the Bate Phase. As long as the card hasbeen set on 
There are many deen pes of Magic Cards. With the exception of uc Py Magic the RA, you can ahaa & rag You oppomat's br 
Cards, you can only use Mage Cards during the Main Phase of your own tr. 1 Polymerization 
Thue ae exception other; "Curae of Finca be uted ding the Standby Pras, Naas: an ise sasntamisans nae = 
Normal Magic (aon Process + FS "asian 
‘As fng asthe card doesnot havea “Continuous lo tis destroyed medal ae it MB Ritual Magic ‘ 
18 activated. “Raigek'’ is one example of a powerful Magkc Card, but there are many Car water ts ‘These cards are required to summon Ritual Monsters Each card can only be used to surwnon the 
other powertul cards. one monster idrcated on the card 
“a eu Sm og mma Tal Press PS alt 
BW Equip Magic 
Tse card re vt equip monsters. Thy ema on tell continuous ut are cesvoyed TRAP CARDS 
‘when the monster equipped by the card is destroyed. It is possible to equip a monster with more than ce set on the held. these cards can be activated at any time after the start of your opponent's next turn. 
‘ne Equip Magic Card = sens Normal Traps 
(Gang ip Manic P56 Eaup MABE GEE} FAs tong atthe card does not have a Continuous cot is destroyed immediatly art 
Field Magic "J i actvate. 1 cant be played during he same tum in which it was set. i] 
Thee cards are used o change the tran of elt. Te ld eran acts the abies of he monsters e 
‘nthe fed, altering the ATTACK and DEFENSE strengths ae ~ BCounter Traps 
(Using Fld Mage PSE Fad Mane CarGZ) Ths typeof rapt aethated as a couner move to an opponent's sunmmon or magic 
and cancels out the effect of the summon or magic. Saat 


PURPLE 





BM S2a2S 2S ES ‘Your Opponent's Monster is in Defense Position 


DETERMINING DAMAGE 
“The folowing rules are used 1 determine the amount of damage inflicted on a monster uring a due 


1 Your Opponents Monster is in Attack Position 
‘Wren you attack a monster that is in tack Position, damage is determined by comparing the 
ATK(Attack) Points ofboth monsters. 











‘Your ATK Points > Opponent's ATK Points 
|When the AT Points of your monster ae greater than those ofthe monster you're attacking, the 
‘monster you'r attacking is destroyed. The dterence in ATK Points is subtracte trom your 
opponent’ Lie Points. 


‘When you attack a monster tht is in Defense Poston, damage ls determined by comparing the ATK 
Points of your monster andthe DEF(Detense) Points ofthe monster baing attacked. 












‘Your ATK Points > Opponent’s DEF Points 
When the ATK Points of your monster are greater than the O OT the Tonsler you Te aaCRND 
‘he monster you're attacking is destroyed There ino eect on the Lite Points of you or your 
pponent 


Your ATK Points = Opponent's DEF Points 
When the ATK Points of your monster are equal tothe DEF Points ofthe monster you atacking, 
ether monster i atlected. There is no effect on the Life Points of you or your opponent 


























Your ATK Points = Opponent's ATK Points 
‘When the ATK Points of your monster ae equal to those ofthe monster youre attacking. Both 
monsters are destroyed. Thee is no fect on the Lite Points ot you o your opponent. 









Your ATK Points < Opponent's ATK Points 
When the ATK Points of your monster are less than those ofthe monster you're aftacking, your 
monster is destroyed. The ditlerence in ATK Points is subtracted trom your Lite Points 













Your ATK Points < Opponent’s DEF Points 
Wien the ATK Points of your monster ae less than the DEF Ports of the monster you aTacking, 
ether monsters atfected. However, the dtlerence between the ATTACK and DEF Points is subtracted 
thom your Le Pots 


‘1B Opponent Has No Monsters 
pete led RG iy So 
eae atte ace rex pac ost oanaed von ae oer se 
oe 





SUMMONING MONSTERS 


You can summon monsters in3 diferent ways: Normal Summon in which the monster is summoned in 
ATTACK position, Flip Summon in which a monster face-down in DEFENSE position is fpped face-up to 
ATTACK postion and Special Summon in which the monster ts summoned withthe eects of a Magic 
Card, High-level monsters are summoned in accordance with the Tibute Summon rules. 
‘Tribute Summon 
{mn order to summon a monster thats fvel 5 or higher, you must offer (send tothe Graveyard) ane of 
‘more monsters on the eld. This is retered to as a Tibute Summon 
‘Level 5 or 6 monsters require offering 1 monster as tibute. Level 7 or higher monsters require offering 
2 monsters, 
' Tribute Summon is rated jut ike a Normal Summon, so you cannot use a Tribute Surnmon it you 
have already summoned a monster to the field during a tur. You donot need to oer any monsters to 
bring back a level 5 or higher monster with "Monster Reborn’ 


Special Summon 
Special Summon refers to the summoning of monsters with Magic Cards lke Fusion, Ral 
and "Monster Reborn’ as well as with Exfect Monsters 
‘As long as you meet the feed conditions fora specific monster, you can use Special Summon as many 
times as you want during the same tur, A Special Summon isnt treated the same way as a Normal 
‘Summon, so you can also use a Normal Summon (or Tribute Summon) during the same turn 





_¥ Fusion 

“The Fusion rl allows you to summon a monster using 2 or more ot your Monster 
Cards and the Magic Card "Polymerization. Fusion is successtlt2 0 more ofthe 
‘equired Fusion: Material monsters are on the field or n your hand when you use 

“Potymeization’. The monsters required as fusion material are sted on each ofthe 
Fusion Monster Cards. 

Fesion monsters come from the Fusion Deck, go tothe Graveyard when destroyed and return othe 
Fesion Deck returned to yout hand. Since Fusion monsters are summoned wih a Special Summon, 
{raps tke Trap Hole” have no effect on them. 


The following steps outine how to perform Fusion 

‘© Wier the Fusion Material monsters A and B ether onthe field or in your hand. play the Magie Card 
“Polymerization inthe Magic & Trap Card Zone. 

{© The Fusion Monster C, created trom the Fusion-Material monsters A and 8, i placed inthe Monster 
‘Card Zone trom the Fusion Deck. The Fusion Deck, which consists of only Fusion Monsters, i 
‘separate from the Main Deck and is placed i the Fusion Deck Zone onthe fl 

‘© Monsters A and B, those that were use inthe fusion, andthe Magic Card “Polymerization areal! 
Sent tothe Graveyard. 


fit 
Unie he oral Summon eo summon Nes Meal Monster =| 
Card are summoned wih peal recess. 

Touran a Rial Monty wl ed eds Ral Mag Cr for ; 
that mens an monsers tr Th su oe ars ev on he Mons 
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The along spouts how parr aR Sumnon sng ‘Dokrre (Le 6) asthe 


ple 
‘© Wit me ‘Dokurorder card in your hand and enough monsters for tribute onthe fed or in your 
hand to meet the 6 stars sum (see above), play the "Revival of Dokuroride” Magic Cardin the Magic 


‘8 Trap Zone onthe tld. 
Sacrifice as many monsters onthe fd or in your hand as needed to reach a sum of 6 or more 


stars. 
‘© The ‘Revival of Dkuorider” card andthe monsters you offeed areal sent to the Graveyard and the 


“Dokurorider is placed on the fd 
Selecting Monsters for Ritual Tributes 
‘Not: You cannot select aleve 1 and then a level 6 monster when selecing monsters to oer or 
‘evel 6 Ritual Monster. For the second monster being offered, you cannot offer a monster that already 
has enough stars to meet the requirements. 








¥ Special Summon rom the Graveyard 
‘Monsters in the Graveyard can be brought back to the ld using the fects of 
‘Magic Cards the "Monster Reborn and “Premature Buia’. Since these monsters 
are summoned with a Special Summon, traps ike “Trap Hol” have no effect on 
‘thee. 

Fusion and Ritual Monsters that were sent dict from your hand or your Main Dack tothe Graveyard 
‘cannot be sumroned with the types of Magic Cards mentioned above. However, this doesnot apply to 
Fusion and Ritual monsters that were propery summoned to the ted etore being sant to tho, 
‘Graveyard after an attack of through Some magic eect. They canbe brought back witha card ke 


"Monster Reborn 














Flip Effects 
AES A SA ee ect Monsters are monsters tat have magic ete, Ter are varius types feet, but he 
‘Equip Magic Cards "Fi tect‘can ony beatae in ceran contin 
Equip Mage Crs, which make monsters stongecan ony be used wth he The eects of pec Monster ar achat when a card laced facedown onthe ld is ie 
monster designated on the ad Te cards can ony be wed whe the monsters face-up trough some inect acto, For instance, a monster i ppd when tacked or 28.3 es of 
face-up m ATTACK poston, The card remains nthe eld after use but fhe ‘map oF some other etc (etc woud be activated wth a card tke ‘Swords of Revealing Ligh 
monte equipped by the card is destroyed, te Eup Map Card st othe spf tt wen Rage since he Monster Cards destroyed witout Being ped ove) 
Grave ~ 
| Move the cursor oer ne Equip Magic Carls) othe Monster Card being equipped to spay the You can so acta Fp tect inthe owing way: 


‘equipment for that monster 





‘Set the Fig Elect Monster onthe field in face-down DEFENSE position 
© Since you cant change the postion ofa card inthe same tun you summoned i, pértorm a Fip 

Field Magic Cards Sumion during your next tun to acthate the effect. 

These cards can change the train of the fl. Depending on the type and 

attribute of monster, the new terrain may put the monster at an advantage or at a 

tisadvantae, Tiss how changes inthe train can affect a monsters abilities. 

There can only be one Field Magic Card on the entire duel field in play at a tine. 

When another Feld Magic Cards played ts etect is activated immediately. The previous Felt Magic 

Card is sent to the Graveyard, Ia Field Magic Cad in play ts destroyed, the terrain returns tothe way 

twas atthe start of the game, 








CARD DESTINATIONS MSS 


Battles andthe eects of magi o raps send cards to various destinations during a duel, The card type 
and the duel event influence the final destination where the cardi sent 
1H Monster Cards 
‘Monster Cards destroyed in bate are sent othe Graveyard When sant Yo your hand or Main Deck 
‘Monster Card ar returned to your hand or Main Deck respectively. When Fusion Monster Cards ae 
‘sant 1 your hand, they are retuned to the Fusion Deck and not your hand 
¥ Eliminated from the Duel 
When the effcts of magic or Trap Cards eliminate a Monster Card trom a due, the card is sent to the 
Eliminated Card Zone and can no longer be use in the due. 
¥¥Controlted by Opponent 
tt your opponent takes control of one of your Monster Cards wth “Monster Reborn’ or ‘Change of 
Heart and itis destroyed, the card is sntto your Graveyard. tthe cards sent to your Nand or Maio 
‘eck, is returned o your hand or Main Deck respectively 


1 Magic/Trap Cards 
‘the cad is not a continuous card, itis sent to the Graveyard after its eect is activated. I the cad is 
destroyed through the ettect ofa Magic or Trap Card, itis sent othe Graveyard. tthe card is sent to 
Your hand tis returned to your hand lt eliminated trom the duel, tis sent tothe Eiminated Card 
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INTRODUCTION TO CHAINS 


Mica be very dificult 10 determine the outcome ofa complicated battle when several Magic or Trap Cards 
ate played. The Chain rule was developed to make teaser to determine the outcomes of Such bates, 


‘Chain Play 
‘Let's assume that Duet 1 pays a Male Card That magi placed in & BLOCK caed CHAIN 1 
‘Duelist 2 plays a Magi or Tap Carn response tothe ita! Mage, t's then place nthe CHAIN 2 
‘BLOCK. As the Ouest respond wo the one’s plays, the BLOCKS ae stacked ontop of one another. 
‘When tot Duelist are unable to pay any fuer cards, the elects othe Male and Trap Cards are 
‘sete ot beening wih the top BLOCK or the final CHAIN 


Here's how it would work n an actual game 

© Your opponent pays a Magic Card, This becomes "CHAIN 1° and is placed in 
BLOCK 1 

(© it you nave a card that can be played in response to your opponent's Magic 
Card, the message "Resolve i as part ofa chain? is displayed on te screen, 
Select "YES' to start a CHAIN and play your card. This card becomes ‘CHAIN 2 
and is placed in BLOCK 2 The CHAIN is displayed on the scren so that both 
you and your opponent can see the cards inthe CHAIN. 





© Both you and your opponent continue to play i response to each other's cards wnt eit of You MAGIC, TRAP & EFFECT SPEEDS 


we. Th elects ofthe Magic and Trap Cards are then processed staring wi the ast 
pela I a apc Trap and Ect Monster Cars al hae speed stings To create or continue a Chal, the card 











card payed Imus ave 3 speed sting eae than he previous card layed 
Chain Structure IB Spell Speed 1 
Blocks are stacked in the order in which the effects are activated. The game processes the eftects of ‘Spell speed 1 cards are the slowest. These cards can never be played in BLOCK 2 of a chain, They are 
staring with those tom the st ard played ‘he ony cars that canal be played in response to 3 Magic Trap or Elect Monster Cad ofthe same 
Cains are comprised of BLOCKS the those shown in the Hou below Soin 
ell Speed 1 Cards 
zy Normal Map © Eaup Mage ‘Fea Maple 
Senn 1 Elect Monster (Contouous Cost. Topp Fup) 
Spell Speed 2 





1B Spon soees 2 cards cn be payed in response to spl peed 1 and 2 cards 
ote eed gat CHAN 2 Spe Speed cards 
Pay Mage ape pat AN 


: 
CoAT £ 


het hon ge to a a 
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(© Quick Pay Magic "© Normal Trap) 
Hp tttecs monster Tigger, Muti-Trigg 


the order effects 


are activated > 











Stacker 











‘CHAINS 


Spell Speed 3 


played in response to these cards are other spel speed 3 cards. 


EEEEHEDS Speed 3 Cards = 
Counter Tap 


‘Blocks in a chain can be stacked as ong asthe duels can play cards with the necessary spel speed 


Chain Exceptions 


Two copies of the fllawing cards cannot be stacked together ina chain since their tects woul! loop 


endless. 


© Cards that Cannot Be Stacked in Chains 


© Forced Requistion 


© Jam Detender 


© Appropriate 


Spell speed 3 cards can be played i response to cards ot any spel speed. The ont cards that can be 


‘© Uiiate Otering 


EXAMPLE CHAIN 
stake a look at how the outcome ofan actual chain is determined 


Chain Stacking and Processing 
‘ues A tes to destroy all fis opponents monsters onthe fd by playing "Ragen response, 


‘vekstB plays “Ant Raigek, Duelist Athen counters by playing “Seven Tools of the Bandi” 













‘CHAINS 






The end result ofthis chain is that al of Duels B's monsters on the fed are destroyed, Here's why. 
The elect of "Seven Toots ofthe Band nulifes the etfects of "Anti Raigek’. Since ‘An Raigek! was 
ever acted Raigek is activated thus destroying al of Duelist B's monsters on the il 
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